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ALBEDO: The Role-playing Game 


Running This Scenario 


This scenario has been designed to introduce players and umpires to the Albedo role-playing game’s concept of 
interpersonal relations. The Drift uses the non-player characters of the DH-160’s crew to provide the major element of 

anywhere with the adventure. Likewise, umpires must gain the knack of endowing NPCs with personalities if the 
adventure is to be run properly. 

Running NPCs is relatively easy when using the Albedo game system properly. Each character’s Disposition gives the 

by giving a descriptive paragraph below the character’s statistics. Likewise, changes in character Ties and Antipathies 
are easily done. Umpires should make rolls whenever they feel that a change might possibly occur. Trust your own 
judgment! 

This scenario was originally designed as a competition adventure for a game convention. As such, it was intended to 
be run in three 3-hour sessions. Umpires should feel worried if they manage to conclude the adventure in less than an 
evening’s play, since the adventure will have gone by too quickly for anyone to have gotten very much out of it. It is not 
an adventure to be rushed, since atmosphere and a thickening plot provide much of the enjoyment for umpire and players 






DH-160 decelerated towards the system's L5 point to exam- 
ine it more closely. The ship then detected an unknown vessel 
of about twenty kilotons displacement lying at rest near the 
L5 point. This vessel accelerated toward the DH-160 and 
deployed attack ACV's. In the ensuing encounter, the 
unknown vessel was completely destroyed, but at the cost of 
massive damage to the EDF vessel. The vessel’s fusion 
reactors suffered massive damage as a result of the shock, and 
ceased to function. 

The ship suffered a penetration into the bridge which 


L5 point for use as starship fuel. The system was well located 
for an outflanking move on the ConFed forward bases on 
Tlakatan and Do-Marki. The subsequent ILR probe into the 
Do-Marki system was beaten off, and their fleet backtracked 
to Hlian. In the ensuing battle, the ILR refueling base and the 
mauled remnants of the ILR fleet were wiped out at heavy 
cost to the EDF task force. The battle of Hlian was notable 
for the violent, costly encounters around the system's L5 
point, and for the dramatic rescue of the damaged EDF light 
cruiser CL-330 eight days after the battle's end. 



tains wreckage from a battle which occurred about twenty 
yearsago. It is hoped that the drift will oontain spare parts and 
reaction mass which will allow the crew to repair their 


The Hlian System CCA 
171033 


Stellar type: MS dwarf 

Planetary bodlea: Super-Jovlan 

Jump threahold radlua: 41 All 

Population: 0 

Brief: 

The Hlian system lies on the far outskirts of the rim, well 
away from normal shipping routes. It is well placed for jumps 
into several nearby rim systems, but the lack of usable planets 
has discouraged any efforts at colonization. 


Hlian (T) 


Hlian's M6 dwarf sun is dim, red, and gives very little 
illumination (about 10% of that given by a normal yellow 
star). The super- Jovian (Hlian 1) masses some 130 standard 
units, and is 4 AU's removed from the system's stellar body. 
Hlian 1 is ringed with a broad protoplanetary disc (a rough 
ring of gas, particles and other matter). 

The concentrated clot of wreckage in the system’s L5 
point contains wreckage of all shapes and descriptions. It is 
registered as a navigation hazard, and as a war grave. 
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Immediate Post Contact Situation 


the DH- P 1 60 will start by surveying the damage and rescuing 
casualties while attempting to secure and salvage surviving 
resources. Even with the shock of killed crewmates, inten- 

hours of the grim work. This initial effort is a ‘given’. For 
play, the referee need only present the assets and damage 
information. The. damaged deck plans reflect conditions 
after an initial go-through that has patched and repressurized 
superficially damaged compartments and cleared debris 

But after the initial effort, character dynamics come into 
play as the full extent of their situation sinks in. The ship is 
devastated and more than half the crew are dead. Of the 
survivors, Roilant Everrard is unconscious with a head 
wound, Tatzel Hulden is traumatized with shock, two mem- 
bers of the ship's company have had to be put into cold sleep, 
and Erwin Chehok is dazed. Other survivors are fully fit. 
Even the ship’s computer will seemhalf-dead as it will 
default out of many of its roles. What is left of the crew will 
need to realign themselves to both a stark change of mission 

Umpires: although the AI is damaged, Shama's training will 
lead her to consult it frequently (remind the player to do so 
if necessary). Guidance may be necessary to bring out her 
leadership ability. The AI would be able and expected to 

Shama will need to assert her practical authority more 
than any official interpretation of the regulations. So, she 
will have to demonstrate a quick grasp of the situation and 

tactical situation appears to be safe after the engagement 
with the hostile ship, but with all the long range sensors gone 
there is no way to know what is happening throughout the 
system. Shama may assume the possibility of follow-up 
hostiles, but can do little about that. Her major task will be 

An important detail: when the DH-160 entered Hlian 
space, it left a message ACV out at the edge of the system to 
monitor any action. That ACV has witnessed the combat and 

now impossible, it will return to the nearest inhabited system 

would likely take 40 or more days, but due to the larger 
situations in regional space, rescue may take 60 to 80 days. 
The crew, and unbeknown to them, the pirates, know that 


rescue is but a matter of time. The question of how long they'll 
heavily on them. 

The first thing that needs to be done is to assess the full 

with the damaged ship plans reflects a superficial inspection. 
Assets and repair lists will have more specifics. Note which 

Prioritizing tasks will be important, as there are only so many 
crewmembers that can be brought to bear on anything while 
still keeping operational watches going. EVAs (Extra Ve- 
hicular Activities, ie, working in vacc suits) are especially 
exhausting. Only 8 hours in 24 may be spent in EVA work 
with any hope of effective crew performance. Crews will also 
have to take radiation into consideration, spreading out 
exposure among the crew as much as possible to avoid any 
one person from accumulating a serious dose in those situa- 
tions where irradiation is unavoidable. 

trajectory through the Hlian system. The ship was headed for 
the Lagrange point known as the Drift and had largely 
decelerated. However, unless further deceleration and ma- 
neuvering is done, the ship will pass by the Drift and go into 
an independent orbit of Hlian with an unacceptably close 
aphelion. While there is a good chance that a follow-up 
mission would arrive and find them long before they got too 
close to the star, it would be prudent to avoid that possibility. 
There is one further possibiliy: they are nearly a year away 
from Hlian and the on-board solar collectors and photovol- 
taics could help generate enough power to electrolyze water 

Going to the Drift offers the possibility of finding useful 
resources to make repairs or extend their supplies. The crew 
could also carry out a bit more of their mission by examining 

pearances that brought them there. On a more visceral level, 

things to hide behind if another hostile comes. On a practical 
level, this is meaningless, as a ship could easily find them and 
destroy or attempt to capture them. But it does provide some 

among debris to have that weapon cover the only practical 
approach). 

The one surviving ACV in ACV Bay 1 (previously in 6 
o'clock airlock, now outside) can provide enough velocity to 
settle the ship into The Drift, with several refuelings from the 
undamaged cells of the otherwise wreaked ACVs in the bays 
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and dribs and drabs of fuel left in the ship. The actual fitted to an MHD generator as mentioned (elsewhere). As this 

maneuver is done by having the ACV pushing the DH-160 becomes very much a sit and wait situation, not too uncom- 

veiymuchlikeatugboat,findingtherightpositiononthehull fortable, but boring, interpersonal dynamics can take the 
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and closing various doors, if there is power available, or with wire or radio command, simple pull detonated, or timed set or 

A functioning workshop (deck 9) containing the means of normal bulkhead when placed along side and the fragments 

modifying or producing a variety of simple tools or special can penetrate even thick ship’s hulls at any range, but due to 

purpose items (given the correct expertise and/or computer dispersal of the fragments, is ineffective in inflicting specific 

assistance). The workshop has a limited stockpile of raw damage beyond 50 meters. Similarly, as an antipersonnel 

materials and modular parts for robots and gizmos, but bits weapon, the effects drop off with distance; at under 10 

and pieces scavenged from other sections can be used as well. meters, it is absolutely lethal, even if the individual is wearing 

While things as sophisticated as a gun can be tooled up, armor. But at any distance beyond that, its effects should be 

without the computer’s CAD/CAM assistance, only the sim- treated as random gunshot wounds, the number falling away 

plest single shot or zip gun would be possible in any practical with distance. (2 to 12 @ 10-20m., 1 -6 @ 20-50m.) 

amount of time. With CAD/CAM assistance, an automatic Limited drinking water ( 1 ton or 1000 liters). Daily use 

pistol or. some mechanism of equivalent complexity and converts about 20 liters of this “clean” water into “dirty” 

precision can be made in a few hours, though for reliable water every day, even with the most severe restrictions on 

function, a fair amount of hand fitting and adjustment would bathing and washing. 

also be needed. As most electrical hardware uses high- While there is plenty of water on board, much of it is in 

density integrated circuits, only modular sub-assemblies can dispersed storage in the individual compartment emergency 

be practically assembled or repaired. tanks. Because of plumbing damage, most of it cannot be 

Interchangeable modular parts allowing the crew to con- retrieved except by tapping each tank directly. Again, 

struct three robots (normally configured as engineering ro- because of plumbing damage, any waste water above deck 1 5 
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Problems in the Crew 

staged which will bring the interpersonal relationships aboard 
ship into play. Use these sorts of events at need to add to your 
adventure’s atmosphere and difficulty. These incidents, and 

rently with the situations described in Immediate Post Con- 
tact, Exploring the Drift, and The Takeover Bid. 

Incident 1 

The gourmet rations for the crew are plundered! In an off- 
duty period, one of the PCs passes the food stores and hears 
a noise. Upon investigating, he discovers that the gourmet 


probably caught in the act and are now trying to shift the 

have been stolen are all highly spiced vegetables from the 
planet Zho-Chaka - Shama’s homeworld, and a place famil- 
iar to Deika and to Aelis Eocha. This is a chance for new 
Antipathies to flare, and for Roilant to badmouth Shama if 
she mishandles the investigation. 

Who stole the food? Umpires decision. 

Incident 2 

Two NPC’s - possibly Mank and Erwin, or Deika and 
Erwin - suddenly let their tempers snap. They begin to fight, 
and a PC must intervene. 

Intervention might be dangerous, especially for a small 
character like Shama. If a PC does wade into the fray, other 
NPC’s may decide to take the chance to attack. The battling 
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Incident 4 

be an ILR spy. Obviously the DH-160 was attacked by ILR 
rabbits. How did they know the ship was on its way? What 
could be easier than sowing operatives on local EDF ships? 
Why else would everything be going wrong all the time? 

Deika will try to engender antipathy against Mank, lead- 
ing to a nasty confrontation and attempted bashing. This 
could lead to Mank being hospitalized. 

Incident 5 

The assault rifles are missing. Someone has broached the 
ship’s arms locker and has stolen the only combat rifles on 
board. Ship’s security was disabled in order for the incident 

The umpire has a number of options: A well-meaning 

Shama or Roilant from murdering each other. Roilant may 
have become EXTREMELY paranoid and is disarming his 
opponents. Or perhaps the ship’s manifests are wrong, and 

Incident 7 

To conserve power, everyone is living on a single living 

ter, sharing a room stuffed with emergency supplies and 
equipment salvaged from other decks. 


Incident 8 

feathery crew in zero gee puts a lot of dander and such in the 
air, causing respiratory problems. And itchy skin elevates the 
general sense of tension and irritation. 

Formal grooming sessions may have to be arranged. 

thing sexual. (The equivalent would be massage necessary to 
soothe muscles which are doing heavier work than usual.) 
But as everybody has to groom everybody, according to 
who’s available and off-shift, ties and antipathies could get a 

It's also possible that a random allergy might crop up to 



more NPC’s are caught without vacc suits and catapult out of 
bed. Will gentlemen let the ladies through the door first, or 

success should be staged in an attempt to allow a release of 
tension. While this will not affect major Antipathies, it may 
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Section 1 : 
Exploring 
The Drift 


Getting to The Drift 

Although the ship's auxiliary vehicles have been to- 
tally wrecked, the crew will have to find some way of 
travelling out into The Drift to search for water and spares. 
If there is fuel left, the ACV can be used as a tug/transport 
for searching and retrieving materials. The efficiency of 
the reactor is such that only a few hundred kilos of hydrogen 
can fuel it to go back and forth to just about anywhere in the 
area, even while hauling multi-ton items. Thrust, especially 
with personnel hanging on, would be in short, sharp bursts, as 
the more normal operating mode would require continuous 


twenty-gee bums. Control of the ACV is possible via normal 


General atmosphere 

The drift is spooky. The tom and twisted remains of ships 
are a constant reminder of death. The absolute silence and 
complete devastation can eventually get to anyone after long 
exposure. Characters with sensitive personalities will rapidly 
become depressed or nervous after a few hours of investigat- 
ing the sad, jagged wreckage under the baleful light of the red 
dwarf sun. 

The Drift is formed from dozens of concentrated clumps 
of debris, the clumps being formed by mutual attraction or 
deliberate placement. The concentrations of debris that make 
up The Drift are quite closely packed. The elements within 
them are within visual distance of each other, and sometimes 
fragments are separated by only a few eights of meters. 
Debris clumps are usually separated by many kilometers of 
relatively open space. Searching the drift by means of the gas 


for the ACV while in the Drift, partly for safety and partly for 
fuel economy, shouldn’t be more than a few hundred kilome- 
ters an hour, though with secure quantities of fuel, continuous 
acceleration/deceleration at a moderate gee load is possible, 
allowing up to 10,000 kilometers of range in an hour’s 
running time. 

will have to be found or made. Actual stores of hydrogen 
would be unlikely, but not impossible. Collecting water and 
building a large solar collector to drive a thermal electric 
generator or concentration photovoltaic unit which in tum can 
electrolyze water into hydrogen and water would be the 
obvious option. It will take about 1 .5 to 3 mandays EVA to set 
up the collectors and related hardware, [roll] 1.5 to 7.5 
mandays | half that EVA] to set up the hydrogen condensers 
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as much as 10 kilos of hydrogen a day can be made, as well 
as 80 kilos of oxygen. Though it would take ten days to get 
enough for an initial fire-up on a fusion reactor, that time 
could be spent dismounting the ACV’s reactor or getting 
another one ready for power generation. Once the reactor is 
on line, it can generate more than enough power to process all 
the water to fuel the crew might want to spare. 

NOTE: This set-up can be also done while en route but 
will require additional EV As to insure proper alignment, and 
would not be recommended if the ship was intending to 
maneuver. As it would require so much effort, and would 
have to be partly tom down during any course correction, it 
would not be unreasonable to wait until the ship was settled 
before attempting it. This does not mean that smaller emer- 
gency power solar collectors could be erected at any time. 

The major sensor groups were lost in the engagement, 
leaving only short range optical and EM hardware. With 
these, the crew can at least do a visual examination of the 
various clumps. A limited spectrographic analysis can be 
done with the optics as is. The unaltered optics can find water 
ice and differentiate a few things (and is an infrared detector). 
With the right reworking of robot optics, a more complete 
spectrograph can be cobbled up in (roll) 3 to 1 8 hours, and can 
get a more detailed analysis of more materials. 

The ship's sensors are too damaged to make out much 
detail of clumps outside the ship’s own hex (most of the 
external aerials are missing). It will be able to differentiate 
high albedo/low mass clumps from high albedo/high mass 
clumps, allowing the crew a fair guess at which clumps 
consist mostly of water ice. Umpires might want to pre- 
generate the random hexes within The Drift, and mark out 
those clumps which might be water on the player's map. 

Moving the ship 

The ship’s waste water and garbage may be used as fuel 
for the ACV (or the ship's reactors, once they are repaired), 
allowing the ship to give itself 2 hexes per day worth of 
velocity for 32 tons of fuel. This effectively means that for 32 
tons of fuel the ship can move at a velocity of 1 hex per day 
and stop itself once it reaches its destination. Thus the ship 
may move across to ice asteroids as soon as they are discov- 
ered, allowing the vessel to refuel. 

Once the ship has its exhaust outlets repaired, its fuel 
efficiency will climb. 

Damage control 

A meeting of the ship’s department heads will allow an 
accurate evaluation of the types of repair which the ship can 
undergo, and the time and materials involved. Another option 
might be for Shama to simply require reports from the various 
departments. Either way, this will probably establish the 
basis for inter-crew relationships for the rest of this section 


Repair tasks 

Several repair tasks can be defined, each of which will 
require man days of work and raw materials to complete ( 1 
manday represents one person working at the project for most 
of his waking hours). A robot provides one and a half times 
the labor of a man. Many engineering projects will require at 
least two individuals to work on them. 

Every task is divided into critical periods. At the end of 
each critical period, the persons detailed to the task must 
make skill rolls vs the task’s difficulty. Failed rolls will cause 
one wasted man day of effort. Rolls which fail by more than 
2 points are catastrophic failures, and will cause the whole 
critical period to be wasted for all workers involved. The 
computer may assist the crew in performing tasks by “talking 
them through’’. In order for this to have any effect, the umpire 
must make a successful roll of the computer’s effective skill 
vs 10. If this roll succeeds, then the task’s difficulty level is 
dropped by one step (e.g. a difficult task becomes an average 

The possible repair tasks are as follows: 

Repair Computer Systems 


Critical period: 2 man days 
Task difficulty: Difficult 


Description: The ship once boasted an extensive com- 
puter network which performed a variety of vital tasks aboard 
ship. The extent of hardware damage aboard ship has down- 
graded the computer's ability to perform more than one 
operation at once. While capable of running all the routine 
operations, special operations will cause problems. 

The number of special operations being undertaken si- 
multaneously will govern the computer net’s skill ability 


Number of ops Skill level 
1 10 


Every time a manday is put into computer repair and a 
computers skill levels are raised by 1 (to a maximum of ten). 

doing four actions. 

Umpires should feel free to use the computer as a means 
of talking players through problems that they cannot figure 
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Repair Hull 

Critical period: 6 man days 

Task difficulty: Average 

Ff|mnment required: Heavy tools, spare hull plates, struc- 

Descrintion: With its hull in its present condition, the DH- 
1 60 is incapable of anything but the most gentle acceleration. 
In addition, access through the ship is difficult due to depres- 

While this task will secure and stabilize damaged hull 
sections, there is also the option of swapping out whole deck 
sections as well. Or the crew may elect to simply remove the 
more severely damaged decks to reduce mass in anticipation 
of future maneuvering ease. In either case, it will take 2 to 1 2 
mandays (roll) to do the initial disconnects, depending on 
damage and practical expertise. Installing a new section will 
take 5 mandays plus a couple of mandays for testing and 

This task must be directed by a character with structural 
engineering skill. The project might cause dissent amongst 
the pessimistic members of the crew. Why prepare the ship 
for acceleration when it doesn’t have any engines? 

Repair Drives 


much of the work in these areas. Any relatively simple live 
work should be shared out to keep any one person from 

The reactor area will need to be surveyed for extent of 
examined individually. The initial survey will take 2 to 12 
to 120 minutes (roll). Two reactors will eventually be found 
undamaged or repaired MHD or propulsion assemblies. 

mandays each, half of which must be done by robots which 
do not need to take the same precautions against radiation 
(‘robot radiation work’). Only 2 to 12 (roll) mandays mag- 
netic nozzles are repairable, and half of those will need 
important structural work. Figure 2-12 (roll) mandays per 
nozzle tor basic refit or half that time for robot radiation work, 
while it will take 3 to 1 8 manhours (roll) for structural work. 

The ship may then generate power, removing the neces- 
sity for using stored power. The ship is now capable of 
moving at very slow speeds, as long as a character with fusion 
engineering skill is constantly on watch while the vehicle is 



Rendering the ship capable of proper maneuver requires 
either fussily repositioning the ACV to act as a tug, having 

NASTY SURPRISE! 

ship’s jump engineers will begin to go over the DH-160’s 
jump web - the complex lacing of jump generators that line 
the vessel’s hull. After a day of furious work, the engineers 
will dejectedly report that the jump web is irreparably dam- 

This puts a halt to any plans about jumping the DH-160 
out of system. The only option is to outfit the remaining ACV 
with elements of the DH-160’s jump web and a message 
packet, and send a mayday out to the nearby Tlakatan system 
to ask for a rescue mission. This is a difficult task requiring 
successful rolls from ajump engineer, a mechanical engineer 

the necessary computer programs for the message torpedo. 
This task will take at least one day. The ACV will require 
about 20 tons of hydrogen fuel for its journey. 

Within the drift 


As parties enter the drift in search of usable scraps, they 
will shift from clump to clump. The map of the drift zone 
shows a number of identifiable clumps (shown up by the 
ship’s mass detectors) which are numbered for ease of 
identification. Some clumps are specifically listed below as 
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detailed locations. Other clumps are rolled randomly on the 

One hex on the general map of the drift is about 500 
kilometers across. The DH-160’s radar and telescopes can 
pick out all of the clumps on the map as major sources of 

ship can tell whether clumps within 4 hexes of the ship are ice 
or not by their low density as compared to their high light 


The Clumps: 

1 - Search time = 1 hour 

Grim reminders of a past battle will be found by one of the 
searchers: 5 tom, dismembered bodies of rabbits drift amongst 
the debris, the remains of a burial in space. Miscellaneous 

3 - Search time = 1 to 3 hours: 

The booby trapped hull of a heavily damaged ILR frigate. 

web, some salvageable electronics and many tons of usable 
hull segments, getting to it will be a problem. The hull has 
been thoroughly booby trapped by its old crew. Previous EDF 
salvage engineers decided that the risk of clearing the ship 
was not balanced by the value of the salvage in it. The ship 

all airlocks and access ports. 

If the crew of the DH-160 wishes to explore inside the hull, 
then create a ship using the same module maps as the DH- 
160. Explosive charges, 6mm SMG’s and electrical dis- 

cunning and lethal booby traps. Umpires will have to use their 
discretion and imagination in the layout of these traps. A 
particularly subtle booby trap would be a computer “virus” 

the exploring crew can’t help but take home. Tracking down 
the virus once it is loose will require the partitioning and 

engineer tracks down the little blighter, which is meanwhile 
trying to replicate itself throughout the ship’s computer 
network and cause as much trouble as possible. Fun, eh? 
Once the crew have encountered this ship, they may want to 

double the standard search time for checking out ship’s hulls. 

Random Clump generation 

described in the text above, the clump’s contents are deter- 
mined randomly on the charts below: 

Roll 1D10 and consult the following chart: 

1 Ice - Search Time: 10 minutes. 

The clump contains several lumps of water ice ( 1 DIO x 100 


8 - Search time = 

10 minutes + 10 minutes per entry attempt. 

The front end of some sort of frigate tumbles lazily end over 
end in the middle of an agitated cloud of jagged debris. 
Maneuvering into the frigate hull section will require a roll on 
the character’s zero-Gee movement skill, with a failed result 
indicating a possible suit tear (attack the character with the 
equivalent of a knife). Characters who manage to enter the 

3 persons are sprayed about the walls. The vessel’s interior is 
a shambles of flattened equipment spattered with organic 
fragments. This hull contains 2 usable hull struts. 

12 - Search Time = 15 minutes 

The virtually intact hull of an ILR supply vessel. This ship 

cargo pods. The ship is of a similar radius to the DH-160. 
The ship has been scavenged almost bare. It lacks electronics. 


to offer are enough intact hull segments to replace the 
compromised sections of the DH-160’s hull. The fuel tanks 
contain 1000 tons of liquid hydrogen. Most importantly, 
although the ships reactors are missing, the actual hull mod- 
ules that housed them are intact. Since these are of the same 
standard size as those used on the DH-160, the crew can 
replace their own damaged stem modules with the ones from 
this ship. This will give the DH-160 a structurally sound 
engineering section, needing only the reactors and associated 
nozzles or MHDs to fit it out. Swapping the entire engineer- 
ing section would take 2 to 8 mandays, due to damage 
complicating the job. Then another 4 to 12 mandays will be 
needed to test and troubleshoot the joined section. It will also 
require the use of the ACV as a tug to maneuver the several- 

15 - Search Time + 1/2 to 1 1/2 days 

A stationary cluster of 4 damaged ACVs of Republican 
manufacture. All are heavily damaged, but three of these little 


(irradiated), and can cause sickness in any person in close 
contact with them for a few hours. The third drone has been 


The drives on these ACVs could be a gift from Khai to the 
crew of the DH-160. Two hours work is required to separate 
an ACVs reactor packet from the remnants of its hull, and 
care should be taken in transporting each reactor module back 

juryrigging of power or propulsion fittings. 

20 - Time to search = 20 minutes. 

The heavily damaged hull of a 20,000 ton freighter. The 
front fuel tank and most of the forward superstructure has 
been sheared off by an ACV strike. Characters who come 
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close enough will see the name “Quitzl” emblazoned on the 
scarred hull. The inside of this ship is a shambles. Immedi- 
ately apparent is a vacc suited body just inside the airlock 

bodies may be found inside in a similar condition. 

This ship has been stripped of its engines and valuable parts, 
but still retains its jump web, hull plates, engine outlets and 
other useful gear. 

After a day of working in this area, the pirates at location 23 

23 - A comet husk- see 

26 - A fragment of starship hull 

bearing the letters _ K 0” (part of the hull of 

the AIKO, blown up by the pirates some weeks 

ago). 

Random Clump generation 

When an exploration team enters a clump that is not 

mined randomly on the charts below: 

Roll ID 10 and consult the following chart: 

1 Ice - Search Time: 10 minutes. 

The clump contains several lumps of water ice ( 1 D 1 0 x 1 00 

2,3 Debris - Search Time: 30 min to 3 hr 

The clump is a dense cloud of tom hull plates and fragments 

it can be dangerous to search. 

4 Vapor cloud - Search Time: 30 min to 3 hr 

This area consists of a dense core of debris surrounded by a 
thick cloud of vapor or ice crystals. There may be items of 
value inside, but the severe restriction of vision might make 
it dangerous to search the area. 

5 Particle cloud - Search Time: 30 minutes. 

search, they will pick up a high static charge, which may 

back on board ship (e.g. it might flash weld their boots to the 
floor). The particle cloud might contain interesting items, and 

6 Comet husk - Search Time: 10 minutes. 

A lump of silica sheathed in ice. This huge object might yield 

it might pay to remember that very cold water ice is capable 
of absorbing large amounts of C0 2 . This creates a great big 
block of frozen soda water . . . 

7,8 Nickel/Iron asteroids - Search Time: 20 
minutes. 

The original occupants of the L5 point. 

9 Fused lump - Seach Time: 10 minutes. 

An interesting abstract lump which was probably once a 


10 Radioactive debris - Search Time: 30 min to 3 
hr 

Much like the debris clump listed above, except the indi- 
vidual elements are highly radioactive. The clump might well 


STEP 2: 

1-2: Nothing 

3: Enemies 

This clump has an active mechanical weapon lurking within. 
This might be an ACV with enough fuel and power to try to 
slowly home in on a target and explode, or a ship with 
afunctional point defense cannon which opens fire on objects 

which holds a damaged, armed robot which will attempt to 
kill intruders. However, if IFF (identification, friend or foe 
transponders) are activated by the PC’s, there is a 50/50 
chance that the weapon will be friendly. 

4: Puncture 

A random character tears his suit. Roll ld6: 1-2 is a minor 
breach; 3-4 is a puncture; 5 is a tear; 6 is a major breach. 
Coolness under Fire check vs 10 is required for the character 
to instantly patch the tear; otherwise, a turn will go past 
before he may act. 

5: Radio noise. 

All suit radios register a brief burst of static, followed by a 



2 Corrosive liquid 

3 ACV fragments 


4 Minor tools or personal effects 

5 Transponder 

6 Gas cylinders 

8: Space burial 

The party suddenly encounters several horribly mutilated 
bodies of ILR spacers (play this up for shock effect). The 
bodies might well be clutching useful or interesting items in 


9: Radioactive junk 

The party finds a potentially useful piece of equipment. 
Unfortunately, the item is highly radioactive. 

10: Heebie-jeebies 

One random character suddenly succumbs to nerves. Roll 
Coolness under Fire vs 10. 

If the test is passed, the character freezes for a few minutes, 
or until someone physically snaps him out of his reverie. If 
the test is failed, the character will become nervous, and will 



Searching Derelict Ships 

Although the derelict starships found in the drift are some 

pattern s^as the DH- 160’s generation of ships. The umpire 
may thus use the internal maps of the DH series vessels from 

derelict vessels. Umpires should feel free to change around 
the internal arrangements or add internal damage. 

space craft, the following list of problems might come in 

Volatile items 

The remains of workshops, weapon bays or cargo holds 
might contain dangerous volatile substances (damaged can- 
isters of gas, industrial explosives, etc.). Fooling around with 
unknown objects can be dangerous for the incautious. 

Booby traps 

A booby trapped 1LR vessel will have explosives wired to 


Meeting the Pirates 

The players will have an encounter with a hosti 
ing party (the marooned pirates from clump 23) af 
of the DH-160 has been actively searching The 1 
days.Feel free to stage this combat however you I 
ing the EDF characters with enough pirates to pi 
lenge, but not enough to be lethal. 

If fighting in a debris clump, use a standarc 
map, but add in a selection of minor obstacles 
jagged debris which will attack characters with 0 1 
weapons [-2 damage] when moved through), maji 
(hull plates and rocks that may be used as stable [ 
cover) and clouds of gas/ice crystals (which partis 
vision). Combats aboard derelict ships should use 
maps from the technical handbook. 

The scavenging party will be attacked by 
pirates, all equipped with vacc suits, armored hi 
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Critter type: Horse 

Rank: 0 

Spec. Level: 3 (Starship pilot) 



Rank. 0 

Spec. Level: 3 (Starship navigator) 


Julius Clari 



Critter type: Bear 

Rank: 0 

Spec. Level: 4 (Starship medic) 



Critter type: Dog 

Rank: 0 

Snec. Level: 2 (Starshio systems tech) 


Mankheeharhallian (Mank) 



Critter type: Rabbit 

Rank: 0 

Spec. Level: 4 (Jump drive engineer) 


Erwin Chehok 



Critter type: Raven 

Rank: 0 

Spec. Level: 2 (Starship engineer) 


□eika Tovan 



Critter type: Pig 

Rank: 0 

Spec. Level: 3 (Starship computer tech) 



d a t \i i in 




A neat, self-possessed character who seems un- 
usually zealous in the pursuit of his duties. He has a 
strange love/hate relationship with Aelis Eocha (both 
parties rain insults and sarcasm on each other, argue 
loudly and frequently, and spend an awful lot of their 
spare time together). 

Always a self possessed and confident character, 
Roilant radiates a sort of dapper charisma, but has a 
sarcastic wit(usually at the PCs’ expense!). Roilant was 
wounded in the head during the battle with the unknown 
“bogey”, and has been recuperating ever since. 

Everrard was highly put out that Sharna has as- 
sumed the position of Mission Commander in his ab- 
sence, and he clearly feels that he has an equal claim 
to the position. 

A talkative character who has managed to corner 
you several times for a very one sided chat. Apart from 
this, Erwin seems to keep very much to himself. He is 
devastated by the loss of the ship’s chief engineer, who 
was his only real friend, and has become more with- 
drawn than usual. 

One of the most open, friendly characters that you 
have ever met, Tatzel has shown herself to be level 
headed and calm under stress. Tatzel is Sharna’s best 
female friend aboard, and spends a lot of her off time 
with the PC’s. Intelligent, cheerful and active, Tatzel 
has a habit of seeing the good in everyone. 

Torscha will also attest that Tatzel is extremely 
attractive. 

Another newcomer to the crew, Deika avoids the 
company of the other new crew-members. Deika is 
short tempered and self important, so the player char- 
acters don’t really miss his company. 

As the vessel’s chief medic, Julius has always tried 
to maintain equal relations with the entire crew. He has 
always been a jovial, plain speaking character with a 
high regard for his fellow crew. He often acts as a 
listener when people have gripes or personal prob- 
lems. 

Julius has been very withdrawn and preoccupied 
ever since the battle, and has ceased to take much 
notice of the people around him - perhaps he is grief 
stricken at the loss of the ship’s captain, with whom he 
had served for many years. Whatever the reason , he is 
currently not very approachable. 

Remember that the computer is an intelligent char- 
acter whose task is to serve and assist the living crew. 
Use the computer as a source of advice and assistance 
(even with personal problems). The ship’s robots are 
also an important part of the maintenance crew - don’t 
forget them! 

Aelis is happy-go-lucky but very moody. She is also 
has a very annoying habit of assuming that her compan- 
ions always know precisely what she wants from them 
without the bother of an explanation. She is so honestly 
friendly, however, that few people can hold grudges 
against her for long. She has unshakable concentration 
when working on a problem. 
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Name Sharna Aoki 

Sex Female 

Critter Type Rodent (Mouse) 

Frame Size Small 


Starship Pilot Officer 
Specialist 3 
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Name Braddock H 

Sex Male 

Critter Type Canin e (WqH) 

Frame Size Solid 
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of the crew, since hs is deeply affected by grief over the death of the ship’s captain and chief 
navigator, with whom he had served for many years. 

If asked to prepare a report on stress among the ship’s crew, Julius will depend on the 
Al too much.notgrasping its limited ability. He will produce an evaluation which shows no real 
grasp of the crew’s current mood. This negligence may well cost him dearly should he survive 
the current mission. 

Julius will find it difficult to choose sides if matters should come to a head, but he will 
choose. Since he has paid little attention to the state of the crew’s interpersonal relations, 
he will be easily influenced by the first person to corner him during a real crisis. 
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Sex’** 
Critter Type 
Frame Size 
Disposition 

Position 


in Chehok 

>n (Raven) 


gH - ~ 


STRENGTH [j[] | 

LIU 

STAMINA 03 | 

| 24 1 Man Frtgu* Pte 

MANUAL DEX 03 

□— 

COORDINATION 1 '3 1 

uu 

REASON QH 

s- 

INTUITION 03 l 1d H 

DRIVE W '"H 6 1 R_ 

Range of Self Image (low to nigh) 

STABILITY 03 03 



Detect Hidden 
Detect Lie 

Electronics c 

Handguns 
Hide in Cover 
Longarms 
Mechanical Repair 

Structural Engineering 
Zero-G Maneuver 


ANTIPATHIES 
Separatism 4 


A completely self-reliant character, Erwin greatly values his own opinions. This 
has not won him many friends among the crew. 

Always tending to verbosity, Erwin will often corner other crew members for a 
rather one-sided chat. 

Erwin's only friend aboard the ship, the chief engineer, was killed in the battle 
with the pirates. Since that time Erwin has been seeking some means of affixing 
blame for his friend’s death. This attitude might leave him vulnerable to manipula- 
tion by Roilant Everrard. 
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A neat, precise individual who loves his work. He has a rather pecular love-hate 
relationship with Aelis Eocha, with whom he usually works. While being extremely fond 
of her, her vagueness periodically drives him crazy. 

Being the only rabbit on board, Mank is constantly aware that some people might 
think poorly of him purely because of his race (i.e., if anyone was going to be a spy for 
the ILR, it would be a rabbit, right?). He overcompensates for this by carrying out his 
duties with an admirable zeal. 

Mank begins the adventure with his self-esteem at 5, due to his fear. 
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Happy-go-lucky but very moody. Some people have problems working with 
Aelis since her preoccupied air can drive them to distraction. She is so honestly 
friendly, however, that few people can hold grudges against her for long. 

Aelis can hate very deeply. Should harm come to a friend, Aelis will reveal 
a vicious, vindictive streak. She will pursue revenge with a cruel imagination and 
absolute singlemindedness. 
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DH-160: ConFed Destroyer 


Mass: 34,000 tons 

Structure DRM: +1 

Maneuver DRM: +1 


Beam DRM: +1 

Ordnance: 15 
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GOING IN 


The ship and its crew are a largely integrated unit going int< 
as the action plays out, there is a fundamental body of knowli 
specific stats. This should also help gamers who may not be far 
ship and related technologies. 

The Ship 

The DH family of ships are adaptable, mobile vessels 
which lend themselves to a variety of tasks. They are com- 
monly used for independent patrols, scouting, escort, and 
interception duties. The DH-160 is currently fitted as an up- 
armed patrol craft with two sections of AC Vs fitted. As its 
mission is not intended to last very long, it does not have extra 
crew or accommodations for extended operations. 

Like all Albedo starships, the DH series destroyers are 
blunt-ended tubes with bulk fuel tankage fore and aft. Vari- 
able geometry exhaust venturi ring the ship’s stem, and a 

The ship moves itself by heating hydrogen (via the ship’s 
multiple fusion reactors) and venting this out through the 
exhaust outlets as reaction mass. When building up power for 
a jump, this exhaust is fed past huge superconductive coils 
(the ship’s MHD coils), which adds to the ship’s power 
generation capabilities. When the ship jumps, this power is 
released into the ship’s jump field generators, a fine web of 
devices which line the outer hull. Albedo ships are not 
capable of using plain water as reaction mass - water must 
first be separated into hydrogen and oxygen, and then the 
hydrogen is fed into the fuel tanks. The use of water as 
reaction mass will be the next stage of technological develop- 

Starships have numerous back-up systems. Computers 
and life support are distributed throughout the ship, meaning 
that the loss of any one segment will simply shift a slightly 
higher burden onto the whole network. There are no central 
vital systems that can be crippled at a single blow. Likewise, 
power is provided by a number of fusion reactors in the stem. 

Each deck is a circular module equipped with a central 
access shaft and three elevators. The accommodation and 
command modules are laid out on a three corridor floor plan 
(larger ships might have four, six or eight corridors). 

The ship has a hangar containing one aerodyne and two 

Each deck is a largely self-contained unit, with decentral- 
ized life support packages installed under the floor of most 
compartments. These systems can be accessed through re- 


> the situation, and though there will be interesting divergencies 
nlge that the characters will be aware of, over and above their 
niliar with the details of military crew conduct or features of the 

Each deck is a largely self-contained unit, with decentral- 
ized life support packages installed under the floor of most 
compartments. These systems can be accessed through re- 
movable panels, and in a pinch, sub-floor/ceiling panels can 
also be removed for emergency deck to deck access. The life 
support hardware includes temperature and humidity con- 
trols as well as carbon dioxide and volatile gas scrubbers. 
Oxygen is piped in from a network that services the whole 
ship and keeps topped-off emergency tanks that can provide 
up to a week’s worth of air in each compartment. 

Structure 

Starships in Albedo ire tubular affairs consisting of a 
fuel tanks. Avionics and sensory equipment are placed at the 

venting are placed near the ship’ s rear. Ships are of a modular 
design to simplify construction, modification and repair. The 
internal crew and hardware occupy portions of the ship are 
constructed from stacked independent modules, which form 

life support, computer systems and emergency power, and is 

modular, and can be swapped and changed about according 
to the ship’s mission. At the beginning of its current flight, 
the DH- 1 60 was configured to hold a crew of twenty-four in 
fair comfort, and to have both a hangar deck and an auxiliary 
control center. The hangar deck on the DH-160 holds an 
aerodyne designed for use as a shuttle vehicle, and two 
smaller vehicles designed for use only in a vacuum environ- 

The outer hull of a ship is clad in thick layers of thermal 
insulation and armor. Items such as sensors and beam 
weapons have only their aerials or projectors poking out from 
the hull, with the machinery being mounted deep inside the 
hull. Many of these external extensions will be capable of 
folding back or retracting into the hull to lessen the chance of 
suffering damage in battle or collisions. 

Ships of the DH class’ size spin to provide ‘gravity’ forthe 
crew. The decks are thus oriented with the ‘down’ direction 
towards the engines. The ships are laid out for easy access in 
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Armament 

The main armament of DH class warships consists of a 
number of Autonomous Combat Vehicles (ACVs), huge 
‘smart’ missiles capable of coordinating attack and defense 
plans with each other and the mother ship. These weapons 
come in a number of different configurations, with varying 
sensor packages and warheads. The velocities at which 
ACVs encounter their targets generally make warheads su- 
perfluous. Many ACVs surround themselves with a cloud of 
heavy fragments just before impact to increase their chances 
of scoring a hit. 

Each ship is also armed with beam weapons made along 
one of several patterns (lasers or particle beams), each con- 
sisting of a generator mounted inside the hull, and a projector/ 
focusing device set into a hemispherical turret immediately 
above. Beam weapons are of limited use in encounters at high 
relative velocities, since a considerable amount of time is 

of fuel and armor. The bulk fuel tankage fore and aft of most 
vessels acts as very efficient shielding against beams. 

The ship’s weapon systems are supplemented by a defen- 

designed to attack and break up incoming ACV’s. Such 
systems are only useful while the ship is capable of dodging 

almost as destructive as being hit by the intact projectile. 

Auxiliary Vehicles 

These might be zero-G utility vehicles of one kind or another, 
or aerodynes designed to act as an interface between the ship 
and planetary surfaces. Once again, the presence or non- 
presence of vehicles will depend upon the ship’s mission. 
The DH-160 carries one aerodyne in a hangar deck. The 
hangar deck holds all the necessary tools and equipment to 
fuel, service and repair the aerodyne under normal condi- 


Shipboard Life 

consuming business. Most trips will involve at least a couple 
of weeks acceleration out to the edge of the star system’s 
gravity well, followed by an equivalent period of decelera- 
tion at the other end. For periods of a month or more, the 
starship becomes the crew’s whole world. The ship’s envi- 
ronment must thus be capable of catering to the crew’s 
physical and psychological needs for extended periods of 

Ship’ s gravity conditions vary between normal thrust and 


experience G forces at levels which allow normal movement 
(normal acceleration will be about .5 of a G). In zero-G, the 
ship’ s environment becomes more “three dimensional.” Most 
trips will involve periods of zero gravity, since ships often 
coast for a proportion of their journey. Extended periods of 
zero-G are avoided because of the problems involved in 
maintaining the physical condition of passengers and crew. 
Even the best of P.T. programs will leave personnel weak and 
exhausted upon the return of gravity. 

General Environment 

Starships in Albedo are largely devoid of blinking lights, 
loose wiring and pipes. This type of hardware is all concealed 
behind wall panels. A starship’s interior thus has a clean, 
orderly, comfortable appearance. Computer terminals are 
always readily at hand, giving the crew constant access to 
information. The physical environment of a starship is aimed 
at ease of crew orientation and minimization of stress. Plants 
(usually sealed inside environmental bubbles), furniture and 
equipment are placed so as to create an illusion of space 
wherever possible. Different levels of the ship are color 
coded for ease of crew orientation. 

A starship crew becomes a small community, and social 
interaction within the crew helps keep crew members stable 
(crew sizes are often dictated by social needs, and can vary 

members are not discouraged as long as they do not interfere 
with duty. The ship’ s computer monitors the crew, and works 
hand in hand with the ship’s medical personnel to ease social 

Dress and Equipment 

On-duty crew will wear service overalls. Some might 
wear helmet liners (if earphones were necessary for the 
crewman’s job, or if the crewman had long hair in a zero-G 
environment). Vacc suit liners are optional. When gravity is 
present, crewmen might wear normal EDF service uniforms. 

When relaxing, civilian clothing is the norm. In zero-G, 
long hair will be firmly tied back, or braided. In zero-G, skirts 
and loose flowing clothing obviously are given up in favor of 

All crew carry pocket terminals. While all military crew 
are issued pistols, these will almost never be worn, never even 
be available while aboard ship, except in emergency condi- 


Battle Drill 

Before hostile contact, all crew don armored vacc suits 
and helmets, and hook into the ship’s air supply via umbilical 
hoses. All crew strap down at their battle stations, and robots 
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Umpire's Notes 


The scenario begins with the ship becalmed at the edge of 
the Hlian system’s L5 point, a dense cloud of debris littered 
with the remnants of an old battle. Crew specialist Shama 
Aoki has assumed command of the mission, a move which is 
resented by some of the crew. 

The crew of the DH- 160 repair their ship while they wait 
for help from the ConFed base in the nearby Tlakatan system. 
The player characters must define the tasks needed to send 
accomplish repairs, and divide up the crew labor to complete 

scavenging in The Drift for spare parts will be a necessary but 

This otherwise simple situation is complicated by two 
things. First, the L5 point is being used as a staging base by 
a team of terrorist bandits (‘pirates’), who are diverting 
civilian freighters into the deserted Hlian system and attack- 
ing them. Although the pirate’s battle craft was destroyed in 
the encounter with the DH-160, the staging base crew will 
search for the EDF vessel once they are aware of its presence 

survival, the PCs are in danger of forgetting that the ship 
which attacked them may have been part of a larger force. 
They could pay dearly for such preoccupation. 

The second complication is the DH-160’ screw. The crew 
is shocked and disoriented by the losses among its essential 
personnel. Building crew tensions lead to a takeover bid by 
Roilant Everrard, who ‘removes’ Shama Aoki through foul 
play and takes over the position of Mission Commander. The 
player characters must oppose and remove Everrard, rein- 

The umpire has about two weeks worth of game time in 
which to establish some relationships between the crew of the 
DH- 1 60. Living conditions are terrible, and the crew is numb 
with shock, so tensions should run high. Roilant Everrard will 
be confined to sickbay, but will seem bitter about Shama’ s 

body. This should be the start of a ‘beautiful friendship’ . . . 

hoplessness and hostility by the time the DH- 1 60 reaches the 
edge of the Drift and Roilant Everrard takes up his duties 


Exploring The Drift, The Takeover Bid and The Pirates, 

each of which is detailed as a separate chapter. These 
segments are not quite sequential. The takeover bid may 

deems appropriate. 

The Pirates 

The ‘bad guys’ of this scenario are an independent group 
of bandits who are preying on merchant shipping. For want 
of a better phrase, we shall call them pirates. The pirates had 
two ships: a battle worthy ship of about destroyer size 
(which was destroyed by the DH-160), and a nondescript 
merchantman. The merchantman is currently outsystem 
selling the booty taken from the merchant ships Toko and 
Aiko. 

The L5 point in the Hlian system conceals a hidden 
refueling/maintenance base. This base was set up by the 
pirates, who are using the flare-up between the ConFed and 

ship crews with gang members, the pirates have managed to 
divert three merchant ships into the Hlian system using a 
number of pretexts (Hlian is an acceptable though unused 
alternate route to Do-Marki), where they have subsequently 
been ambushed, boarded, and their crews massacred. Car- 
goes are taken by the pirates’ merchant ship to be sold at 
various nearby outworld ports. 

been left to complete the stripping of the Quitzl. They are 
aware of the death of their destroyer, but lack the detection 
equipment to know the whereabouts of the EDF ship. Radio 
silence has so far been kept, and the pirates are awaiting the 
return of their merchantman, which will be able to confirm 
the destruction of the DH-160. Until that time, they will lie 
quietly, unless they actually encounter the EDF crew out in 
The Drift (see Section 2, Exploring The Drift). 

The pirates at the refueling base have workshops and 
tools, vacc suits and personal pistols. They also have a five 
kiloton demolitions nuke, which is to be used for the disposal 
of the hull of the Quitzl once it has been stripped. 
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Running the NPC Crew 

Read notes sections of the NPC character sheets very 
carefully. 

This is a crew in shock. Of the ship’ s original complement 
of twenty-four, only twelve now survive. Two of the survi- 
vors (Junior Pilot Officer Topa and Engineer’s Assistant 
Mavik) are “frozen” in cold sleep in the ship’s medical center. 

commander, first officer, chief pilot officer (second officer), 
chief navigator (third officer), chief medical officer, and 
chief engineering officer. 

An EDF starship crew is a well balanced, highly moti- 
vated community. The EDF emphasis on steadiness and 
rational behavior creates very steady, reliable crews. Corn- 

medical personnel act to identify and counteract morale 
problems before they become too serious. Unfortunately, the 
crew of the DH-160 has lost too many vital personnel in too 
short a time. In a single blow the ship has lost all of its 
authority figures. The computer has suffered damage to 
many of its systems, and now lacks confidence in its ability 
to accurately assess and intervene in psychological matters. 
Minor tensions are now beginning to create serious rifts in the 

Despite petty bickerings and differences of opinion brought 
about by stress, the rest of the crew (except perhaps Deika 
Tovan) are all good, reliable EDF members. They can nor- 
mally be relied upon to behave responsibly. Growing antipa- 

outright attacks or insubordination. 

The command structure of the vessel has thus effectively 

command, but her authority is rather shaky. Both Aoki and 
Everrard had equivalent claims to the post of mission com- 
mander. Since Everrard suffered disabling wounds during 
the battle, Aoki swiftly took charge, a fact that is now strongly 
resented by Everrard and his cronies. 

A major portion of this adventure concerns the relation- 
ships between the ship’s crew members. Everrard will 
attempt to rally support among the engineering and services 
crew in order to usurp command. Keep careful track of the 
developing friendships and enmities between characters. 
When major crises erupt. Ties and Antipathies will become 
very important. The crewmen of the DH-160 are highly 

the recent disaster, and bad tempered after a couple of weeks 
spent living the same room with one another. 

Most of the crew want to know precisely what Shama’s 
plans are, and what their roles will be. A certain amount of 
jostling for precedence between the various specialty fields is 
inevitable. Since this is no longer strictly a piloting situation, 
Shama’s command could be challenged by other depart- 
ments, but inertia will prevent this at early stages of the game. 


The solution might be for Shama to retain the position of 
Mission Commander (responsible for the mission’s goals) 
and to give another character the position of Ship’s Captain, 
(responsible for the safety of the ship) 

Julius Clari 

either taction. He is so used to depending on the AI in his work 

it gives. He will believe Roilant's excuses to stay off hard 
work details. He knows that he himself is not too stable; he 
will make allowances for his judgement being affected by 
grief. If one of the player characters takes the trouble to 
explain to him just how deeply the AI has been affected, 
citing it's inability to run many of its accustomed subroutines, 
it's newly flat, mechanical voice, etc., Julius will prove quite 
able in crew assessment. Such a conversation would strengthen 
his tie to that PC's faction. 

Tatzel, Mank and Aelis may all become player characters 
if necessary. If they are, umpire should use the following 
guidelines to keep game balance. 

Wooing the fair Tatzel is no easy matter. If she ends up 
with a tie ability score of 10 or more with Torscha, then a 
relationship is possible. In order for Tatzel to recognize and 
declare affection for Torscha, she would have to be ap- 
proached properly and under the right circumstances (umpire’ s 

Mank’s Inferiority Complex 

If Mank becomes a PC, be certain the player understands 
what the ILR is and why Mank has a basis for his worries. If 
he is an NPC, the shock of the fight triggers his fear that this 
is an ILR. attack and he will somehow be at fault. Mank 
begins the scenario with an his self image at its lowest. 
Whichever leadership faction takes the time to make him feel 
‘more himself will gain his loyal support. 

Aelis Eocha 

If Aelis is a player character, ignore Incident Four in 
Problems with the Crew. 

Roilant Everrard’s tactics 

The threat that he represents should only gradually dawn on 
the players, or should be dramatically discovered. 

On the other hand, players should also be made to dislike 
Roilant if the maximum enjoyment is to be reaped from 
finally defeating him. Umpires must take their clues from 
their players as to how to best present Roilant. For instance, 
Roilant can be presented as being sexist to annoy players who 
are running Shama Aoki as a character. 
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Phase 1 

Removing Sharna 

Everrard will make an attempt on Shama’s life through 
sabotage. The deed will be cleverly done, making full use of 
the lowered security monitoring and slackened safety disci- 
pline of the crew to make the attempted murder seem like a 
plausible accident. 

activities. If she is in the habit of going outside the ship into 
vacuum conditions, the air supply of her vacc suit might be 
tampered with (e.g., her environmental monitors might be 
disabled, and then her life support pack could be swapped for 
a depleted one, or her EVA jets could malfunction and slam 
her against the ship’s hull). If she works mostly indoors, any 
number of “accidents” could be arranged (the ship is still very 
heavily damaged, and can be dangerous to the incautious). 
Umpires will have to use their imagination to come up with 


Phase 3 

Sharna’s Recovery 

Sharna will surprise everyone with a rapid recovery. Roll 
once per day, checking her Stamina vs IS. If this roll is made, 
Sharna will snap out of a coma into semiconsciousness. A day 

hours (the equivalent of serious wounds to the head and 

While in a semiconscious state, Sharna is vulnerable and 
in serious danger. Unless closely guarded, she will be killed 
by Everrard or one of his faction. This phase is tricky for the 
umpire. If the doctor both is friendly and has been approached 
with suspicions regarding Everrard, he might well conceal 
Shama’s recovery from all but a chosen few, giving the 
players an increased number of options for action. 
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The Pirates 


Pirate #6 

Critter type: Mouse (Small frame) 



Pirate #7 

Critter type: Sea gull (Light frame) 



Pirate #8 

Critter type: Cougar (Average frame) 



Sta/2: 

Actions/turn: 


Might make a stupid escape att 

Pirate #9 
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Pirate #10 

Critter type: Cow (Solid frame) 



Disposition: Deceitful 

Characteristics 

Str: 12 

Sta: 12 Sta/2: 6 

MDex: 9 

Coord: 10 Actions/turn: 4 

Reas: 10 

Intu: 8 Init. dice: 1d6-1 

Drv: 13 


The group’s spokesman, this female character might 
peddle a story about her actually being a captive of the nasty 
pirates, etc., thus gaining the opportunity to work harm upon 


Possible Tactics 

Several ploys might be tried by the players, such as 
threatening the pirate base with the DH- 160’s point defense 
cannon, or threatening to ram an ACV through the pirate 
base. If an idea sounds good, let the players try it! There 
should be a number of ways the scenario can end without the 
crew having to storm the base in a blaze of gunfire. The 
pirates will surrender if they seem to have no other option. 

The detector modules outside the pirate base can be used 
as access to the base’s computer network. A talented hacker 
will be able to use the base’s system as a weapon against the 
pirates: sealing doors between the pirates and their hostages, 
or using the internal sensors to help pinpoint the pirates’ 

If the players decide to attack, a careful survey of the 
pirates’ detectors will show that there are blind spots in their 
radar patterns. By drifting slowly and making the best 
possible use of natural cover, it might be possible to make it 
to the surface of the pirates’ asteroid. After that, it’s up to the 
players. 

If the DH- 1 60 hovers nearby, the pirates might try lobbing 
their demolitions nuke towards it, probably deploying the 
nuke inside one of their shuttles. They will also use the 
surviving passengers from the Aiko as a bargaining counter, 
threatening to kill them if they are not allowed to go free. 

Note: Once again this party should provide a challenging 
but winnable combat. The EDF has the advantage in that they 

trick or two up their sleeves. 


Iimsice the Pirate Base 


The pirate base contains a selection of valuable spare 
parts, and a large store of foodstuffs. If the base is captured 
intact, then the players will also find records of the pirates’ 
activities and details on their victims, method of operation 
and personnel. The pirates will attempt to destroy this 
evidence if capture seems imminent (e.g., performing manual 
data dumping, or even by setting their demo nuke before 


All pirates have grenade, pistol and Zero-G Maneuver 


hull plate, and food, as well as the engines and MHD coils 
stripped from the freighter Quitzi . The base contains records 
of the pirates' activities, as well as their off world contacts. 







THE DRIFT 

an adventure for 


THE ROLE-PLAYING GAME 
Second Edition 


Many years ago, a bitter battle was fought. Now the debris from that battle, broken ships and bits 
of wreckage, floats in space, abandoned and alone. The player characters are wrecked near The 
Drift. They must improvise repairs to their wrecked ship from other ruined ships as their air and 
food grow dangerously low. Hungry, with interpersonal problems complicating their efforts, and 
air leaking out of their ship, will they succeed in time to survive? Is The Drift even more dangerous 
than it seems? 

This scenario is designed for a referee and three players, with an option for adding one to three 
players if necessary. 
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